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Elites

0-1 Witchburner General   Cost: 5 Glory Points
(Can be hired by New Antioch and Trench Pilgrims only.)

The Witchburners are the field officers of the Inquisition. They are tasked with hunting 
down and punishing witches, warlocks and heretics that they cannot be brought to face 
justice by conventional means. 

On the battlefield they have the power to channel divine retribution on those deemed to 
have transgressed against God, causing sinners to burst into flames with mere words of 
condemnation.

Name   Movement Ranged Melee  Armour Base
Witchburner  6”/Infantry +0 Dice +1 Dice -2  32mm

Equipment 
The Witchburner is equipped with Heavy Armour, wears a Helmet and carries a War 
Gavel (see below).

Abilities

; Divine Judgement: The Witchburner can select any model with the Keyword 
HERETIC, BLACK GRAIL or DEMON within 36” (even if hidden or out of sight) 
and bring the Judgement of Heaven upon them with a Litany of Condemnation. 
This is a RISKY ACTION. If successful, roll D3 and add this number of PENALTY 
DICE to the target as it bursts into agonising flames. This holy fire even affects 
units that are immune to FIRE weapons.
; Ceremonial Duty: The Witchburner has taken vows to persecute heretics with 
extreme prejudice. Nothing will stop this holy task. The Witchburner is immune 
to FEAR. Due to the dignity of their status, a Witchburner will never Dash when 
moving.

Keywords
ELITE

Special weapon: Gavel of Justice
The staff of the Witchburners is both a mark of their office and a weapon imbued with the 
wrath of God against those who have broken Divine Law. It dooms the souls of those found 
guilty to burn in flames for all eternity.

Name   Type  Range Modifiers  Keywords
Gavel of Justice 1-handed Melee

Rules: If the Witchburner hits an enemy with the Gavel of Justice, the target of the 
attack automatically sustains Divine Judgement as explained in the Witchburner’s 
Abilities, even if the attack did no damage otherwise. Thus the Witchburner can 
potentially cause two Divine Judgements in a single Activation, targeting either 
the same model or two separate ones.

“Salvation is not a gift; it must be 

paid for in the coin of agony and 

despair.”

- Witchburner General Malachi 

De Vere
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Troops 

0-1 Communicant Anti-Tank Hunter  Cost: 5 Glory 
Points
(Can be hired by New Antioch and Trench Pilgrims only.)

Communicants are partakers of the experimental Chemical Communion – the blood and 
flesh harvested from a Meta-Christ by the Mendelist monks and applied to the genome of 
volunteers. The most holy and pious of the church are chosen to partake of the experimental 
communion, going through many biological changes to become more effective on the 
battlefield. Their divinely enhanced strength allows them to carry and shoot massive anti-
materiel guns as easily as a normal soldier would wield a simple rifle.

Because the Church consistently needs funds to sustain its military operations, 
Communicants are frequently allocated to the highest bidders among the armies affiliated 
with New Antioch. Their services are in constant demand as they are able to take out 
enemy fighting vehicles and strongpoints with a single shot.

Name   Movement Ranged Melee  Armour Base
Communicant 6”/Infantry +1 Dice +1 Dice -1  40mm

Equipment 
The Communicant is armed with an anti-materiel rifle and a 
helmet. They count as being armed with two Trench clubs in 
Melee combat - its arms are deadly weapons in their own 
right. Their flesh is hard as iron, so Communicants are 
considered to be wearing Standard Armour as noted in 
their profile.

Abilities 

; Strong: The Communicant ignores the effect of 
the Keyword HEAVY on any weapon they wield.
; Tough: Communicants are creatures with 
unnatural vitality and are subject to the rules for 
TOUGH creatures.
; Miracle of Regeneration: At the Start of the 
Activation a Communicant may remove one 
Penalty Dice from themselves if they have any.
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0-1 Mendelist Ammo Monk     Cost: 3 Glory Points
(Can be hired by New Antioch and Trench Pilgrims only.)

The Order of Mendelist Monks is tasked with forming items infused with divine 
enhancements as well as the creation of Communicants – devotees who undergo Chemical 
Communion through an infusion of synthesised blood from a Meta-Christ.

The Brotherhood of Blessed Munitions is one of the sub-sects of the Mendelist Order, 
whose duty is to provide the faithful with various types of ammunition treated with the 
chemically altered blood of a Meta-Christ. Such solutions are highly unstable and difficult 
to handle, and the secrets of their various formulae are jealously guarded.

On the battlefield, the monks brave enemy fire and infernal terrors, committed to their holy 
task of bringing the Wrath of the Lord upon the heretics. Their patron, St Barbara, is said 
to lift those who die on the battlefield to Everlasting Glory.

Name   Movement Ranged Melee  Armour Base
Mendelist monk 6”/Infantry -1 Dice -1 Dice 0  25mm

Equipment 
The Monk has no weapons. They wear a gas mask and carry the Ammunition 
Sacrament (see below).

Abilities 

; Faithful Followers: When a friendly model within 1” of the Monk is activated, 
you can declare that the Monk is activated at the same time. You may then use 
the Monk before taking any action or movement with the model you originally 
activated.
; The Ammunition Sacrament: The Ammo monk can take a RISKY ACTION 
to provide one friendly model within 1” with one of the following benefits, which 
lasts for the duration of the target model’s Activation during this Turn:
; Bullet of the Guided Path: All ranged attacks ignore penalties for range.
; Cartridge of His Wrath: All ranged attacks add +1 to the injury roll.
; Echo of the Word: If the ranged attack hits, the enemy model suffers an 
additional +1 PENALTY DICE marker when rolling for injury.

“Blessed be the rounds that carry 
the weight of our faith. May the 
barrel be a chalice, the bullet a 
sermon and the firing pin a divine 
spark, as we consecrate each round 
to be the instrument of the Lord’s 
judgement. Amen.”
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0-1 Combat Medic      Cost: 1 Glory Point
(Can be hired by New Antioch and Trench Pilgrims only.)

The Sisters of St. Cosmas are a highly trained elite medical corps, specialising in battlefield 
first aid and surgeries on the front lines of the Great War.

The Sisters take a modified Hippocratic Oath that compels them to help any wounded 
soldiers of the Faith, no matter how dire the circumstance, as well as dispatching heretics 
and other enemies they find on the battlefield without pity or mercy. 

Armed with a combat surgical knife that doubles as a Misericordia, they are equally adept 
at taking lives as saving them. They carry medical kits with a plethora of battlefield drugs 
that are especially useful for nullifying the pain of even the ghastliest wounds and getting 
soldiers back on their feet and back into the fray, even if just for a few moments so they can 
accomplish their mission or die trying.

Name   Movement Ranged Melee  Armour Base
Combat medic 6”/Infantry +0 Dice +0 Dice -1  25mm

Equipment 
The Medic carries a Misericordia, Medi-kit and one dose of Martyrdom Pills that they 
can give to any friendly model within 1” as an ACTION. They wear a gas mask and suit 
of standard armour (reflected on the profile above).

Abilities 

; Finish the Fallen: Due their knowledge of anatomy and physiology, medics are 
experts at inflicting debilitating injuries and excruciating pain. Unless the target 
has the Keyword DEMONIC or BLACK GRAIL, add +1 BONUS DICE to any 
injury rolls the medic makes in melee against opponents who are Down.
; Expert Medic: Medic adds +1 BONUS DICE whenever they use their Medi-
Kit to aid friendly models.

“Hold him down.”
- Unknown combat medic
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0-1 Observer       Cost: 5 Glory Points
(Can be hired by New Antioch and Trench Pilgrims only.)

When the need is great, the Synod of Strategic Prophecy sends Observers to support the war 
effort. This order of warrior monks lives a life of absolute solitude, sharpening their minds 
and bodies, making of themselves living weapons in the Hands of God. 

Once a soldier joins the order, they never leave the Temple of The Word. The slightest 
disturbance to their prayers and training interrupts their ability to commune with the 
Lord of all Creation. Thus the days of the Observers are spent in secluded, cloistered cells, 
when not practicing their martial or mental disciplines.

The rare exception is when they are summoned to the battlefield. Here, amidst the chaos 
and carnage, their unique abilities can decisively shift the balance in favour of the faithful.
Observers wear a specially crafted helmet enabling them to attune to the Voice of God. This 
remarkable connection grants them the capacity to simultaneously perceive the immediate 
past, present and future, to a degree. This allows them to perform unrivalled martial feats, 
but a living human is not meant to hear the Holy Words, so it comes at a cost. Since the 
Voice of God never decays, they must concentrate with superhuman focus to extricate the 
righteous guidance amidst the narrative spanning from creation’s inception to the present 
moment. The ceaseless resonance of the Divine Echo ringing in their ears renders sleep 
impossible. Therefore they must resort to potent sedatives and mind-altering drugs for them 
to endure the heavy burden of their battlefield role for any length of time.

The Observers diligently practice the recitation of the Words of God, granting them the 
power to issue commands to anyone they address, friend or foe. The special metal of their 
helmet allows them to replicate the Holy Word as closely as it is possible, compelling any 
creature in creation to obey them momentarily.

Name   Movement Ranged Melee  Armour Base
Observer  8”/Infantry N/A  +2 Dice -1  25mm

Equipment 
Standard Armour, Oculus Helm (counts as Combat Helmet and Gas Mask), Trench 
Polearm, in-built First Aid Kit.

Abilities 

; Lightning Speed: In Melee, the Observer may attack twice with its Trench 
Polearm instead of only once.
; Temporal Fugue: Add +1 PENALTY DICE to all enemy Ranged and Melee 
Attacks that target the Observer.
; Eye of God: If the Observer fails any ACTION you take, you may re-roll 
the dice if you wish. However, if any of the dice roll a 1, there is psychic 
backlash and the Observer is knocked Down as per Injury Table result, 
and their Activation immediately ends.
; Voice of God: As a RISKY ACTION, the Observer may command any 
model on the board, friend or foe, that has not been Activated this Turn. 
If you succeed on the roll, that model is compelled by the Divine Words 
and will be activated immediately, and the Observer’s Activation ends.

Though they master many 

weapons, the trench polearm 

stands as the preferred choice for 

Observers. This tool allows them 

to skilfully vault over barbed wire 

and drop into enemy trenches 

with devastating force. Guided 

by the omniscient words of 

the Almighty, they possess the 

ability to evade nearly any strike. 

With proper focus, they foresee 

impending attacks within the 

crystal of the Eye of God that is 

incorporated into their helmet. 

As such, enemies’ efforts to take 

them down are often frustrated, 

since the Observer simply moves 

the minimum required to avoid 

any harm, knowing precisely 

where the blow of the Heretic is 

going to land.

However, even the slightest slip 

in their concentration means that 

they might lose the Voice of God 

that guides them, rendering them 

just as vulnerable to death as any 

other mortal soldier.


